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OF THE EVENT ON EACH OF THE CLIENT APPARATUSES 
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PROVIDING AN EVENT STORED IN MEMORY ON A PLURALITY OF CLIENT APPARATUSES, 
WHEREIN THE CLIENT APPARATUSES ARE ADAPTED TO BE CONNECTED TO A HOST 

COMPUTER VIA A NETWORK 
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STORING INFORMATION ON THE HOST COMPUTER FOR ALLOWING THE SIMULTANEOUS 
PLAYBACK OF THE EVENT ON EACH OF THE CLIENT APPARATUSES 
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ALLOWING THE INFORMATION TO BE DOWNLOADED UTILIZING THE NETWORK FOR 
PLAYBACK AFTER THE SIMULTANEOUS PLAYBACK 
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Figure 3 



CONNECTING A PLURALITY OF CLIENT APPARATUSES VIA A NETWORK 
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SIMULTANEOUSLY PLAYING BACK AN EVENT ON THE CLIENT APPARATUSES UTILIZING 

THE NETWORK 
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OVERLAYING MATERIAL DURING THE PLAYBACK OF THE EVENT BASED ON INPUT 
RECEIVED FROM AT LEAST ONE OF THE CLIENT APPARATUSES 
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CONNECTING A PLURALITY OF CLIENT APPARATUSES VIA A NETWORK. WHEREIN AN 
EVENT IS STORED IN MEMORY ON THE CLIENT APPARATUSES 
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SIMULTANEOUSLY PLAYING BACK THE EVENT ON THE CLIENT APPARATUSES UTILIZING 

THE NETWORK 
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RECEIVING A REQUEST FROM ONE OF THE CLIENT APPARATUSES DURING THE 
SIMULTANEOUS PLAYBACK TO BE INCLUDED IN THE SYNCHRONIZED EVENT 
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TRANSMITTING INFORMATION TO THE REQUESTING CLIENT APPARATUS UTILIZING THE 

NETWORK FOR IDENTIFYING A LOCATION IN THE MEMORY WHERE THE EVENT IS 
CURRENTLY BEING PLAYED BACK SO AS TO ALLOW THE SIMULTANEOUS PLAYBACK OF 
THE EVENT ON THE REQUESTING CLIENT APPARATUS 
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CONNECTING A PLURALITY OF CLIENT APPARATUSES VIA A NETWORK 
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EMBEDDING AN APPLICATION PROGRAM ON A SITE ON THE NETWORK 
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REQUESTING INFORMATION FROM A SERVER ON THE NETWORK UTILIZING THE 
APPLICATION PROGRAM. WHEREIN THE INFORMATION RELATES TO AN EVENT TO BE 
PLAYED BACK SIMULTANEOUSLY ON THE CLIENT APPARATUSES 
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RECEIVING A SCRIPT FOR DISPLAYING THE INFORMATION 
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RECEIVING A REQUEST UTILIZING A NETWORK FOR VIEWING AN EVENT 
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QUEUING THE REQUEST IN MEMORY 
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CREATING AN OBJECT IN RESPONSE TO THE REQUEST, THE OBJECT ADAPTED TO 
PLAYBACK THE EVENT ON A CLIENT APPARATUS SIMULTANEOUS WITH THE PLAYBACK 
OF THE EVENT ON THE REMAINING CLIENT APPARATUSES UPON THE RECEIPT OF AN 

ACTIVATION SIGNAL 
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SENDING THE OBJECT TO ONE OF THE CLIENT APPARATUSES UTILIZING THE NETWORK 

FOR BEING STORED THEREIN 
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DETERMINING A CURRENT TiME. A START TIME WHEN AN EVENT IS TO START. AND A 
STOP TIME WHEN THE EVENT IS TO END 
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CALCULATING A LENGTH OF THE EVENT BASED ON THE START TIME AND THE STOP TIME 
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STORING A COMMAND IN MEMORY IF ANY PORTION OF THE LENGTH OF THE EVENT 
TAKES PLACE DURING A PREDETERMINED THRESHOLD PERIOD 
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Figure 8 




PROVIDING A PLURALITY OF EVEhJTS STORED IN MEMORY ON A PLURALITY OF CLIENT 

APPARATUSES. THE EVENTS EACH HAVING A UNIQUE IDENTIFIER ASSOCIATED 
THEREWITH AND STORED IN THE MEMORY, WHEREIN THE CLIENT APPARATUSES ARE 
ADAPTED TO BE COUPLED TO A HOST COMPUTER VIA A NETWORK 
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ASCERTAINING THE IDENTIFIER OF THE EVENT STORED IN THE MEMORY OF THE CLIENT 
APPARATUSES UTILIZING THE NETWORK 
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COMPARING THE IDENTIFIER WITH AN IDENTIFIER OF A SCHEDULED EVENT 
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BEGINNING THE PLAYBACK OF THE EVENT ON EACH OF THE CLIENT APPARATUSES IF 
THE COMPARISON RENDERS A MATCH 
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Figure 9 
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LOOKING UP A COMMAND ASSOCIATED WITH THE IDENTIFIED TYPE OF THE PLAYBACK 

DEVICE 
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SENDING THE COMMAND TO THE CORRESPONDING CLIENT APPARATUS FOR BEGINNING 
THE PLAYBACK OF THE EVENT SIMULTANEOUSLY WITH THE PLAYBACK OF THE EVENT 
ON EACH OF THE REMAINING CLIENT APPARATUSES 
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Step 2: Process Users Request 
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